“Che” Hellfounder 


You have heard the death knell of the world. The 
foundry was your escape, until you found “The” bells. 
The resonance has the power to change everything. 
You know it. Even you... Begin with 1d6x10s, d2 
omens, and Toughness+d4 HP. 


Abilities — The dying world resonates to the sound of 
your bells, roll 3d6+2 for Presence. Your craft is cast 
in the forge, you have little use the fast and impatient, 
roll 3d6-2 for Agility. You forged your weapon, 
although perhaps not as expertly as your bells, roll d6 
for weapons and d2 for armor. 


“The” bells of the Bellfounder seek to ring 
themselves. When you use a bell roll d20. If you 
succeed, then roll d4 to determine the bell’s effect. A 
failure on an attempt to use the bell still succeeds, but 
to the detriment of the ringer. A fumble invokes an 
Arcane Catastrophe. A crit means the ringer has 
mastered the rolled power of the bell and may now use 
it intentionally. Any creature may sacrifice their turn 
to cover their ears and not hear a bell. When you get 
your first bell, roll d6 for “The” Bell Foundry. 
Every time a Bellfounder "Gets Better", they found a 
new bell rolling d8 in “The” Bell Foundry. 


For whom does the bell toll? DB 


1. The Church 
2. The Dead 

3. The Filth 

4. The Lady 

5. The Lost 

6. The Void 


Cost for mundane bell founding: 


1. Small Bell (Ornamental, Service) 1os 
2. Medium Bell (Hand) 20s 
3. Large Bell (Farm) 4os 
4. Behemoth Bell (Church) 80s 
“The” Bellfounder is an independent production by Wayward Polyhedral and is not affiliated with Compatible wit 


Ockult Ortmastare Games or Stockholm Kartell. It is published under the MORK BORG Third Party License. 
MORK BORG is copyright Ockult Ortmastare Games and Stockholm Kartell. 


“Che” Bell Foundry 


1. The Sleeper 

1. The ringer is shrouded in silence making them aurally undetectable for dq minutes. 

2. The bell casts area into haunting silence for dq turns. 

3. Everyone who hears the bell must make Presence 14 or fall asleep for d4 turns. 

4. All creatures who hear the bell's ring fall into a deep slumber for d4 hours. 
2. The Waker 

1. Anyone who hears the bell’s toll awakens from delusions they suffer from. 

2. Everyone within the bell's range wakes from sleep or unconsciousness. 

3. As the bell tolls, a dead creature wakes from the eternal slumber of death as a zombie or skeleton. 

4. All creatures who hear the bell’s ring awaken from the slumber of death as zombies or skeletons. 
3. The Walker 

1. At the bell’s toll, pass into ethereal space, reentering perceived reality next turn. 

2. The bell’s ring allows another creature to take an additional turn. 

3. The sound of the bell compels all creatures who hear it to flee. 

4. All creatures who hear the toll of the bell, are paralyzed for d4 turns. 
4. The Speaker 

1. Those who hear the bell’s toll are compelled to tell the truth. 

2. The bell’s ring causes creatures to speak in tongues, allowing creatures to understand one another. 

3. Anyone who hears the bell cannot speak for d4 minutes. 

4. The bell resonates with the dead allowing them to speak. 
5. The Thinker 

1. Any forgotten or suppressed memories return to those who hear the bell’s toll. 

2. The bell’s ring returns to a dead creature its soul, personality, and independent thought. 

3. The sound of the bell wipes all memory from those who hear it for d4 hours. 

4. Acreature's soul, personality, and independent thought are torn from them, leaving a mindless servant. 
6. The Binder 

1. Shackles all undead within the bells range to the ringer's will. 

2. Those who hear the bell are forced to stop, bound in time, for dq turns. 

3. Acreature who hears the bell’s toll is compelled to follow a command from the ringer. 

4. One creature within ear shot of the bell's ring must follow commands from the ringer for d4 hours. 
7. The Weeper 

1. Anyone who hears the bell's ring is struck with crippling existential dread for d4 turns. 

2. Hearing the bell's toll tears away a piece of your soul, Presence DR 14 or lose 1 Presence permanently. 

3. The bell’s resonance inflicts d4 damage to all who hear it as the ringing withers them. 

4. Everyone who hears the bell's toll dies. 


8. No Bell - “The” resonance of the bells have forsaken you. 


“The” Bellfounder is an independent production by Wayward Polyhedral and is not affiliated with 
Ockult Ortmastare Games or Stockholm Kartell. It is published under the MORK BORG Third Party License. 
MORK BORG is copyright Ockult Ortmastare Games and Stockholm Kartell. 


